Limited Warranty 


Electronic Arts warrants to the original purchaser of this computer software product 
that the recording medium on which the software programs are recorded will be 
free from defects in materials and workmanship for ninety days from the date of 
purchase. Defective media returned by the purchaser during that ninety day 
period will be replaced without charge, provided that the returned media have 
not been subjected to misuse, damage or excessive wear. 


Following the initial ninety day warranty period, defective media will be replaced 
for a replacement fee of $7.50. 


Defective media should be returned to: Electronic Arts 
390 Swift Avenue 
South San Francisco, CA 94080 


in protective packaging, accompanied by (1) proof of purchase, (2) a brief 
statement describing the defect, (3) a $7.50 check (if beyond the initial ninety day 
warranty period), and (4) your return address. 


WHAT IS NOT COVERED BY THIS WARRANTY 


THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS THEMSELVES. THE 
PROGRAMS ARE PROVIDED “AS IS.” 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN 
DURATION TO NINETY DAYS FROM THE DATE OF PURCHASE. ELECTRONIC ARTS SHALL 
NOT BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES FOR BREACH OF ANY 
EXPRESS OR IMPLIED WARRANTY. 


Some states do not allow the exclusion or limitation of incidental or consequential 
damages or limitations on how long an implied warranty lasts, so the above 
limitation or exclusion may not apply to you. This warranty gives you specific legal 
rights, and you may also have other rights which vary from state to state. Address all 
correspondence to: Electronic Arts, 2755 Campus Drive, San Mateo, California 
94403. 


Unless identified otherwise, all programs and documentation are 
© 1983 Electronic Arts. 


For information about other Electronic Arts products, write to: Electronic Arts 
Catalog, Dept. 55, 2755 Campus Drive, San Mateo, CA 94403. 
101403 
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JULIUS ERVING AND LARRY BIRD | APPLE Il, //e 
GO ONE ON ONE 


To Start: Insert the disk in the drive and start it as you would any other. 
To Leave Demo: Press the joystick button or the BSAN@ismsyaNee . 


To Choose Game Options: 


1. Move the joystick up and down (or press the Pimm@isiszaika ) 
to move the highlight from option group to option group; press 
Ralvieng to select the highlighted group. 


2. Move the joystick right and left (or press the PSigm@lsmeyaka ) 

to move from option to option within a group after that group has 
been selected; press RETURN | to select the highlighted option. 

For information about joystick control of the players, see page 3 of the 
manual (inside the front album cover). For information about equipping 


your Apple for 2 joystick play and about playing defense from the 
keyboard, see the inside of this card. 


To Return to the Options Screen: Press F@@MING - IR. (This command 
should also be used to recover if the program ever begins to behave 
erratically.) 


To Call Time Out: Press TE 


IMPORTANT: Each time you begin a new game or press 

- J , the program looks for the disk. Be sure you 
leave the disk in the drive as you play. For additional 
information and keystroke controls, see the inside of this card. 


ELECTRONIC ARTS ™ 








To Turn Sound On/Off - : 
To Turn Slow Motion On/Off - J 


To Pause Game - ; pressing repeatedly single steps 
the action, any key restarts. 


PLAYING DEFENSE FROM THE KEYBOARD 


Standard Keys 


~ Move Up 
~ Move Down 


~ Move Left 
~ Move Right 


ANY OTHER KEY (except T or ESC) — Stop Moving 
S7N@iemsievea — Go For the Steal or the Block 


To change these, select CHANGE KEYBOARD and enter new 
choices. 


Note: When defense is played from the keyboard, play will freeze 
after every turnover (whether caused by a score, a steal or a 
defensive rebound). To resume play after the offensive and 
defensive players have traded joystick and keyboard, press 
any key. 


USING TWO JOYSTICKS WITH YOUR APPLE 


At press time (1/3/84), equipment enabling the Apple II family 
to support two joysticks simultaneously was available from the 
following three companies. Check with your local dealer for 
availability and comparisons. 


1) The Wico Adapter, from Wico, 6400 W. Gross Point Road, Niles, 
IL 60648 (800-323-4014; lilinois residents call 312-647-7500). 


Uses Atari style joysticks. 


2) The Paddle-Adapple, from Souther California Research 
Group (SCRG), P.O. Box 2231, Goleta, CA 93118 (805-685-1931). 


Offers versions for both 16 pin and DB9 plug joysticks. Follow the 
Paddle-Adapple documentation instructions labeled “Normal 
Configuration to Use Two Devices Simultaneously” EXCEPT run a 
jumper wire from S1C to S1B instead of running the wire with the 
plug from S‘1B to the cassette in jack. 


3) The Select-a-Port, from TG Products, P.O. Box 2931, Richardson, 
TX 75080 (214-424-8568), 


Uses 16 pin Apple style joysticks. 


Technical Note: The program looks for the joystick for player 1 to 
use paddle 0, paddle 1 and switch 0 inputs. It looks for the 
joystick for player 2 to use paddle 2, paddle 3, and switch 1 
inputs. Switch 2 is not supported. 


One on One will support a Mockingboard Sound Il in slot 4 for 
title music. (Apple Il owners need 64K.) Title music — The Maple 
Leaf Rag by Scott Joplin - was prepared for use in the program 
with Will Harvey’s Music Construction Set. 





